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Chapter 1

Introduction

As you have probably experienced by now, writing correct potar programs can sometimes be
quite a challenge. Writing the programs is fairly easy, it ba the“correct” part that maybe is a
bit hard. One of the prime culprits is the challenge in unideding a great number of complex
interactions. We all have probably experienced the crastowfe application program or another,
and there are examples of epic (and plenty of non-epic!)wsoét projects that never even got
off the ground, such as the FBRdrtual Case file How is it that other fields, such as structural
engineering that gives us vast bridges and tall buildingsehmastered problems of such great
complexity? Bridge and building failures are drasticaigd common than software failures.

Arguably, one reason is those other fields have identifiedctmemonalities amongst their
solutions to various problems and created patterns thatnmtheir design of solutions to new
problems. Thespatternsare useful abstractions. We recognize patterns and siti@girequently
in our every day lives. For instance, a pickup truck is likeaa (they are both automotive modes
of transport), though a truck often has fewer seats and adagd. There are also analogies in
role; a little fish is to a shark as a zebra is to a cheetah foed or prey). People are very skilled
at finding abstract concepts and patterns in our every dag,liand we can put the the notion of
design patterns to work for us in object-oriented prograngi{OOP).

The OOP paradigm has been a useful development in solvitudgons with computers because
it enables us to closely model the task at hand. Dealing wijbats means we are thinking about
the agents in our computational world, the data they maragkthe collaboration or interactions
among them. The utility of design patterns is not about tleatoon of isolated objects, but about
the communications and roles among the objects. The potot ¢gatalogue common roles and
methods of communication.

While there are many design patterns being proposed anlbgathall the time, the seminal
bookDesign Patterns: Elements of Reusable Object-Orientesv@m by Erich Gamma, Richard
Helm, Ralph Johnson, and John Vlissides gives a common gettdrns []. Design Patterns
catalogs 23 major patterns and puts them into three basgaaes: creational, structural, and
behavioral.

Creational patterns create objects for you. These give you some fléyibil using different
types of objects in different cases. For instance, you dwave to assemble your own value meal
when you visit a fast food restaurant. There are differepesythat all satisfy the same goal of
giving you a meal (with modest nutritional value). Rather,eanployee takes your request and
assembles the meal for you. This is an examplelmfider pattern.


http://www.spectrum.ieee.org/sep05/1455
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Structural patterns are about composing several objects into largectstes. One simple
example is like a power adapter. European wall plug powedetsuhave two round prongs and
give electricity that is 220V. An unfortunate North Amenicemay have an appliance whose plug
will not fit and will expect a measly 110V. Thus, an adapterdsaed so that every traveler need not
worry about how to bridge this electrical divide herself.idlis an example of one of the simplest
structural patterns, called (not surprisingly)aaaptetr

Finally, behavioral patterns are about communication and flow control. One comexrample
is someone who subscribes to a magazine. The subscriber(cashouldn’t) follow all of the
details of what subject they might be interested in, butquicially they receive a succinct update
of the relevant information. This type of pattern is calledodservey in which automatic status
updates about one object are sent automatically to anotljectqthe subscriber).

In conclusion, it is important to note that patterns are meated. Rather, they adescovered.
The design patterns catalogued by Gamma, Helm, JohnsorImstes and many others since
were culled from a great deal of experience building obgganted software. For this reason,
studying design patterns can seem somewhat strange awffitbiout sufficient OOP experience,
the utility of the abstractions that patterns represent naybe immediately apparent. However,
our hope is that early exposure, reflection, and additioxpérence will convince you of their
power. If nothing else, once you begin designing more cormplgect-oriented programs, we
hope some day you recognize the patterns inherent in yobtgns.



Chapter 2

Creational Design Patterns

2.1 Introduction

As their name suggests, the family of creational pattedrgeall with creating instances of objects.
The OOP principle of polymorphism allows our programs to kvidexibly with many different
specific types of objects that share particular properiiés.specific, runtime object type is some-
times unimportant and depends on the situation. We can @xtes idea to the act of creating
objects as well.

We already know how to create objects in Java. For instance,

w = new Widget();

uses thenew operator. However, this fixes (or hard-codes) the methodexdtmg the object to
which the variablevrefers. By now you know we try to avoid hard-coding valuesungrograms.
We can extend this idea in the OOP framework by also makingw#ehanism for creating objects
vary depending on the context. In this sense, abstractijegbbreation into special classes that
control object creation enhances the flexibility of our peogs.

While there are several standard creational patterns, Weavisider four: factory, abstract
factory, builder, and singleton. Let us look at each of thesaore detail.

2.2 Factory

The simplest way to think of a factory is a generalizatiornef dbject constructor. Factory patterns
allow two important types of variation in object creationirs, we may want to generalize the
mechanism for creating an object of a particular type. Intamd the runtime type of the object to
create might vary, depending on some patrticulars.

In the first case, Java’s overloaded class constructors tlalways clearly specify the means
of creating an object. As an alternative, a factory methad lwa used to return an object of a
particular type, rather than calling the constructor dlyec

For instance, complex numbers can be represented in on®atds. First, we might specify
their Cartesian real and imaginary components, asf#yi. Here, the number 3 is the real com-
ponent, while the number 4 is the imaginary component. At#gvely, we could specify the same
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guantity in polar coordinates, with a radius (or magnituaia) an angle of direction. In this case,
the radius would be 5, while the angletisma='(4/3) ~ 53.1°. In any case, we could construct a
complex number in one of two ways, but the key problem is buwdh ways require two doubles
as input to specify the number. If a constructor takes twdotks) are these to be the Cartesian or
polar coordinates?

We could disambiguate their meaning by using a construbeirtakes an extra boolean flag
to indicate one or the other, but this seems inelegant antepmmisunderstanding. Instead, we
make the constructor private and use a clearly named faatetiiod for each representation, as
shown in Figure2.1. [4]

This first type of factory method, given dyomCartesian andfromPolar , varies the
mechanism by which an object is created.

The second generalization a factory method might make ta#teantage of polymorphism.
For example, Java’Blumber class is abstract, therefore no program can directly itisti@nit.
However,Number does have several methods that all of its subclasses supped standard
subclasses alateger andDouble , and we just added@omplex descendant dlumber to
the mix in the previous example. Say we wanted to read a nufrdymersome input stream. We may
want to handle any type of number—integer, double, or coraplaowever, from our program’s
standpoint, we may only care that the type is a number. Becidnescode for disambiguating the
input is somewhat involved and may be generally needed by mlénts, we can farm that task
out to a factory for thdNumber class that instantiates the appropriate type based on frguta
Scanner , as in the example of Figuta2.

This is the most common type of factory: itinstantiates dmteary member of a class hierarchy
based on the situation at hand. While the runtime type vahesstatic type is a common member
of the class hierarchy.

Cooper P, p. 31] gives the following advice on when to use a factoryhodt

C

e A class can't anticipate which kind of class of objects thatust create.
e A class uses its subclasses to specify which objects iteseat

e You want to localize the knowledge of which class gets ckate

2.3 Abstract Factory

An abstract factory takes the same idea one level higheteddsof having a simple factory that
returns a polymorphic reference from a class hierarchypatract factory provides a hierarchy of
factories with a common theme. For example, we could defirret@fy class having methods to
create instances representing user interface widgets.

public abstract class AbstractWidgetFactory
{

public Button getButton();

public TitleBar getTitleBar();

public ScrollBar getScrollBar();

}
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public class Complex extends Number

{
| = Create a Complex number from Cartesian coordinates
*
* @param real The real component of the number
* @param imag The imaginary component of the number
* [

public static Complex fromCartesian(double real, double i mag)
{

return new Complex(real, imag);
}

| = Create a complex number from polar coordinates
*
* @param radius The radius of the polar representation
* @param angle The angle of the polar representation

* [
public static Complex fromPolar(double radius, double ang le)
{
return new Complex( magnitude * Math.cos(angle),
magnitude * Math.sin(angle) );
}

| = Create a Complex number from Cartesian coordinates.
* Note the constructor is private to avoid ambiguity.
*
* @param real The real component of the number
* @param imag The imaginary component of the number

* |
private Complex(double real, double, imag)
{
...
}
...
}

Figure 2.1: A class with a private constructor and publi¢cdacmethods to disambiguate param-
eter meaning.



CHAPTER 2. CREATIONAL DESIGN PATTERNS 7

public class NumberFactory
{
| » Decides which type of Number to return based on the
* current line of the given scanner.
* @param s Scanner to read input from
* @returns Number read from scanner
* @throws NumberFormatException if no number can be parsed
*/
public static Number fromScanner(Scanner s)
throws NumberFormatException
{
/ * Do we have a complex number? a + b * i =*/
if (s.hasNext(“\\d+(\\\. *\\d)? +\\+” + // Real part +
“Wd+(\\\. *\d)? \ = {”)) // Complex part
{
double real = s.nextDouble(); // Read real part
s.next(); /Il Skip + (plus)
double imag = s.nextDouble(); // Read complex part
s.next(); Il Skip *  (times)
s.next(); /I Skip i

return Complex.fromCartesian(real,imag);

}

else if (s.hasDouble())

{
}

else if (s.hasInt())

{
}

else
throw new NumberFormatException();

return new Double(s.nextDouble());

return new Integer(s.nextint());

Figure 2.2: A factory class that uses polymorphism to vagyriimtime type of object returned
depending on the input.
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The Button , TitleBar , andScrollBar  classes would also necessarily be abstract. With
an interface like this, a program client may write a graphgragram that requires only a poly-
morphic AbstractWidgetFactory reference to create its GUI elements. Such a program
could then run portably across a variety of platforms, sglasthey have concrete versions of the
AbstractWidgetFactory

Suppose we do have two concrete factofidéacWidgetFactory ,andX11WidgetFactory
that both extend\bstractWidgetFactory . Assume thaMacButton andX11Button are
both concrete subclasses®iditton . The MacWidgetFactory = methodgetButton  would
return a (runtime typelMacButton . The abstract factory interface is therefore satisfied bsza
aMacButton |S-AButton

The main point of this pattern is that the client is indiffetrto the details of the concrete classes.
These differences are transparent to a program havingrenefeto ar\bstractWidgetFactory
object.

2.4 Singleton

While the singleton pattern falls in with other creationattprns, it is somewhat distinctive in that
it limits creation of objects. A singleton restricts a clag®ne and only one instance, providing
a single, global means of accessing that instance. Coappr B9] gives a few examples: “your
system might have only one window manager or print spoolenerpoint of access to a database
engine.”

However, singletons have their drawbacks and critics. htiqudar, they introduce a global
state, which can complicate unit testing. Singletons mag abse problems for parallel, multi-
threaded applications that would require serialized loglof member data, which limits paral-
lelism. The programmer is advised to be sure that a singletodel is truly appropriate for their
problem domain.

Creating a singleton is rather straightforward in Java. @oeld make the constructor private
and store the singleton object in a private static varia®lege must then add a public static function
that checks the variable, constructs an instance if norstexind otherwise returns a reference to
the singleton object.

2.5 Builder

The final creational pattern we’ll study is the so-calleddber pattern, which allows us to abstract
the algorithm for creating an object in a slightly differemay from the factory pattern. In the
builder pattern, the essence of the construction algorigmmuains the same; that is we always use
the same general algorithm to build an object. However, tmeponents may differ. In essence, a
builder constructs objects from components.

A builder pattern has several participant classek: [

Builder provides an interface for creating objects (the products)

Concrete Builder provides an implementation that constructs the individuethponents of the
product
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Director uses a Builder to retrieve components and assemble theromgiely

Product is the object created by the Director using parts from a Buwild
Cooper P, pp. 55-56] points out the following consequences of a buifgttern

1. A Builder pattern lets you vary the internal representatf the product that it builds. It
also hides the details of how the product is assembled.

2. Each specific Builder is independent of any others ands$teof the program. This improves
modularity and makes the addition of other Builders retjisimple.

3. Because each [Director] constructs the final productlsyegtep, depending on the data, you
have more control over each final product that a [Directonstaucts [using a Builder].

He goes on to mention this “is somewhat like an Abstract Fgigiattern in that both return classes
made up of a number of methods and objects. The main differenthat while the Abstract
Factory returns a family of related classes, the [Direator]structs a complex object step by step
depending on the data presented to it” (p. 56).



Chapter 3

Structural Design Patterns

3.1 Introduction

Structural design patterns are about composing clasgesfaices, and objects into larger struc-
tures. There are two categories of structural patterlasspatterns anabjectpatterns. A class
structural pattern uses inheritance to create new, moreludasses. These use ths-Arela-
tion. In contrast, an object structural pattern composg@sctdto create entirely new type with the
HAS-Arelation. Some of the simple structural patterns we wilklabinclude the adapter, facade,
proxy, flyweight, and decorator patterns.

3.2 Adapter Pattern

As described in the introduction, the adapter pattern alone to convert the interface from one
object into another interface that may be more useful. Thison is fairly straightforward. We
create a new class that has the interface needed and useihtounicate with—or translate to—
the interface of an existing object.

There are two basic ways to accomplish this interface atlaptanheritance or object com-
position. The first way involves extending the existing slasd then adding the methods that
conform to the new interface. This is called a class adagtet,you should notice that it is a class
pattern. The second way would have an object of the existagg@s a field in the new class. This
new class can then pass along method calls to the object myta@propriate translations.

Let’s look at a classic example. Say we have two types of hotasnd and square, and the
interface for inserting each of these objects is different:

public class SquarePeg

{

public void insert(String msg)

{

System.out.printin(“*Square peg: insert” + msg );
}
}

10
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public class RoundPeg

{

public void insertinto(String msg)

{

}
}

We know square pegs will not fit into round holes, so we candoanil adapter for the square peg
(using composition) that conforms to the (different) ifdee of the round peg.

System.out.printin(“Round peg: insert” + msg );

public class SquareToRoundAdapter extends SquarePeg

{
private RoundPeg rpeg;

public SquareToRoundAdapter(RoundPeg peg)

{
this.rpeg = peg;
}
public void insert(String msg)
{
rpeg.insertinto(msg);
}

}

We can demonstrate this simple adapter with the followirgdgco

RoundPeg rpeg = new RoundPeg();
SquarePeg speg = new SquarePeg();

speg.insert(“square”);
SquareToRoundAdapter apeg = new SquareToRoundAdapter(rp eQ);
apeg.insert(“round?”);

Thus,SquareToRoundAdapter 1S-ASquarePeg , but it HAS-ARoundPeg, allowing us to
convert from the square peg interface into a round peg exterf

3.3 Facade

According to the Oxford American Dictionary, a facade ise'face of a building.” Figuratively,
however, it is “an outward appearance that is maintainesdbtweal a less pleasant or creditable
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reality.” This definition applies reasonably to its use agsigh pattern. In a nutshell, the facade
encapsulates a set of complex classes into a simpler ioger2ne does not have to look far to see
the utility of this design pattern.

Whereas detailed control is sometimes necessary in a largplex system, it may not always
be desired by the average programmer. Consider 1/0O proghagnmtheC programing language
on a *nix system. On the one hand, you could write a devicesdtiv do it, but this is painful and
unnecessary. After all, you really do not want to worry alspihning up disk platters and moving
read heads when all you want to do is write the next number te.afhus, the operating system
provides you with a beautiful abstraction calkedite . No more worrying about disk sectors;
instead, all you need to do is provide a file pointer, a chardmiffer and the number of bytes to
write. However, for many people this is still too much cohtiho wants to keep track of bytes?
Thus the standard C library provides an even more beaubgttaction calledprintf that only
requires a file stream, a straightforward control stringl your input.

The chasm between disk platters and the control str¥g for doubles is appreciable. The
write  procedure is part of the system call interface, which is adagfor some very unpleasant
levels of control. Furthermore, tHprintf procedure is part of the standatdibrary, which
provides a fagcade for the system calls. Though neither cktlage object-oriented, the notion of
abstraction is the same.

Cooper notes two important consequences of the facaderpatte

[It] shields clients from complex subsystem components@ogtides a simpler pro-
gramming interface for the general user. However, it doggprevent the advanced
user from going to the deeper, more complex classes wheisseage

In addition, the Fagcade allows you to make changes in therlymuig subsystems
without requiring changes in the client code .2, pp. 120-121]

3.4 Flyweight

Good object-oriented design often uses many small, sirtli#éases. A program might have lots of
instantiated objects from these classes. When the sitiekdan be explicitly shared among these
objects, we have the opportunity to use the flyweight pattern

Named for the lightest boxing weight class (contrastingksgawith heavyweight), the fly-
weight pattern separates an objects’ fields intoinsic and extrinsicdata. The intrinsic data is
unique to the instance, while the extrinsic data is sharedngnmany objects. The overhead of
the system is thereby reduced when many objects point toyasveall number of shared objects.
In Java, most objects have extrinsic data because all refereariables are essentially pointers,
and multiple variables can refer to the same reference bbjému may have established a fly-
weight pattern without even knowing it. However, the flywwigs not as trivial or immediate in
other object-oriented programming languages, sudb+as which distinguish objects and object
pointers.

The Java language itself builds in the flyweight pattern iother, less explicit way. Consider
two String  variables both initialized to the same string constant.

String one = “one”;
String won = “one”;



CHAPTER 3. STRUCTURAL DESIGN PATTERNS 13

To do something similar i€, you would declare these abar * variables and separate space
would be allocated on the stack for each string. Thus, it se@mwiously silly inC to test string
equality with the expression

one == won

but some novice Java programmers still write this. Does #va gompiler handle this any dif-
ferently fromC? The answer is yes and no. Beca@eng s are reference variables, we have
no guarantee that two references consideraal (asone andwon would be) should actually
refer to the same obje(asone==won asserts). In this regard, the Java compiler gives no general
special treatment fd8tring  references.

You have probably already noted tHairing is an important and frequently used type. In
fact, if you have done any text processing in Java, you h&edylicreated a set of classes that
haveString variables all over the place, and many of these could cotit@isame sequence of
characters. If we are processing very large chunks of datgdar friendly Internet search engine
does), we certainly don’'t want to store all those identi¢cahgs in separate memory locations.
Instead, we’d prefer to store the string just once and haezamces to that memory location in
several places.

Fortunately, Javaoesin fact allow a way to make sure we use the same memory location
TheString member methothtern() returns a “canonical representation” of a string object,
which is a flyweight pattern. According to the official JavalAPecification:

A pool of strings, initially empty, is maintained privatdby the classString

When the intern method is invoked, if the pool already corga string equal to this
String  object as determined by theuals(Object) method, then the string
from the pool is returned. Otherwise, ttf8¢ring object is added to the pool and a
reference to this String object is returned.

It follows that for any two strings andt, s.intern() == t.intern() is
true if and only if s.equals(t) is true.

All literal strings and string-valued constant expressiare interned. String literals
are defined in 83.10.5 of thlava Language Specificatipr

There you have it. Rather than worrying about whether anacbbjehas a reference to variable
one from above and objed® has a reference to variableon, we can use a flyweight by storing
one.intern() andwon.intern() to be sure that both refer to the same object.

3.5 Proxy

Though there are others, our final structural pattern is tbgyp This pattern represents a complex
or resource consuming object with something simpler. lem®ss, it is a stand-in object that has
the same interface as the object it stands in for.

One example is creating an object that simply representsydange image in a web page. You
typically do not want to wait for an image to load before regdihe page you are visiting or seeing
the general layout. Thus, until the actual image is loadezlyteb browser’s object hierarchy may


http://java.sun.com/javase/6/docs/api/java/lang/String.html#equals(java.lang.Object)
http://java.sun.com/docs/books/jls/html/
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return a proxy for the image that contains only the heightaidth and whose display method
simply gives an empty rectangle. The proxy can then work énltckground to load the image
and begin displaying it properly only when the download isyptete.

Another common use of a proxy is to delay expensive opersitimtil absolutely necessary.
One example is creating copies of very large objects. If ty/ds never altered, it makes sense
to only share a reference, in order to conserve memory. Hexvé\the copy is changed, we may
have to make a complete and bona fide replication of the ddkeasthe original remains unaltered.
This behavior is often called copy-on-write.

3.6 Decorator

The decorator pattern modifies the behavior of objects witlaoderived class. In other words, a
decorator class acts as a wrapper around some existing ¢laissis particularly important when

a large number of independent extensions could cause gpiradtive explosion of subclasses to
support all possible combinations. For instance, considgimulation program with five actor
objects. If three of these objects needed an additionalfeayou might derive a new subclass
to add that feature. However, if the features were all déifér you would need three separate
subclasses. Imagine that, in fact, a fourth object needsdres from two of these other subclasses.
There is no clear, clean way to solve this combination probléth inheritance. Sanders and
Cumaranatunge point out:

Sometimes when you think about key OOP concepts suathasitance you have to
consider its larger consequences. The upside of inheatanhat once a superclass
has been established, all the subclasses inherit its é&satuiowever, you may not
want or need all the “stuff” for every subclass from a supsss! If you want to add
functionality to an object, subclassing may not be the wagapobecause everything
else subclassed from the same superclass may be unndgdssalened by unused
functionality. [5, p. 132]

Enter the decorator. It is also known as the&pperpattern. The notion of “wrapping” is central
to this design pattern. “Unlike subclassing, which extemnks class into another, wrapping allows
one object to use another’s characteristics without exterelther the wrapped object or the object
doing the wrapping”$}, p. 133].

How does this work? The general class hierarchy is illusttan Figure3.1. At the root,
we need an abstract component class from which every othss ¢ derived. This component
describes the basic behavior by specifying the requiredatipa(s). Concrete component classes
are then derived from the abstract component. These ardjbet®that will get decorated. Think
of the concrete component as the innermost layer of a Russéryoshkanesting doll p, pp.
131-132].

We then create an abstract decorator class that also extendsmponent. The mostimportant
capability of the abstract decorator is that it can now adermethods of the original component.
In addition, this abstract decoratblAS-Aabstract component. The abstract decorator overrides
the component operations, which can then also pass alongpgesas appropriate to its member
field, the abstract component.
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AbstractComponent = - _ _

“-~--._ HAS-/

ConcreteComponent AbstractDecorator
A

IS-A

ConcreteDecorator

Figure 3.1: Class hierarchy for the decorator pattern.

Finally we derive concrete decorators. The concrete démogamlds functionality to a com-
ponent. That is, it is the object that actually does the dsowg. How? Note that the concrete
decorator alséS-Aabstract component. Therefore it intercepts messagesdaaomponent inter-
face, adding its computation before passing the messagg &dahe member component via its
parent, an abstract decorator. Note that the member compoaoeld itself be another decorator
(because a decoratt8-Acomponent). In this way, we can wrap arbitrary functioryadih top of a
component. Each decorator object is like another Russithmvdapped around the previous layer.

Figure 3.2 illustrates an example abstract component that represepiaza, which has two
simple operations. Our concrete components reflect therdift types of pizza, such as deep dish
style. We also declare an abstract decorator that can agchtyggpto any type of pizza, no matter
the style or other toppings. Figurgs3-3.5illustrates a few simple concrete decorators that actually
add the toppings. An example program and output are giveigur&3.6.
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public interface Pizza

{
double getCost();

String getingredients();
}

public class DeepDishPizza implements Pizza

{

private static final double cost = 4.95;
public double getCost() { return cost; }

public String getingredients()
{

return "Deep-Dish Pizza pie";
}
}

public abstract class PizzaDecorator implements Pizza

{

private Pizza base;

public PizzaDecorator(Pizza base)

{

this.base = base;

}

public double getCost() { return base.getCost(); }

public String getingredients()
{

return base.getingredients();

}
}

Figure 3.2: Essential elements for a decorator patternbatract componerRizza , a concrete
componenDeepDishPizza , and an abstract decorat®izzaDecorator
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public class CheeseDecorator extends PizzaDecorator

{
private static final double cost = 1.25;
public CheeseDecorator(Pizza pizza)
{
super(pizza);
}
public double getCost()
{
return super.getCost() + this.cost;
}
public String getingredients()
{
return super.getingredients() + ", Cheese";
}
}

Figure 3.3: Concrete cheese decorator for an abstract pigpaonent.

public class PepperoniDecorator extends PizzaDecorator

{
private static final double cost = 2.00;
public PepperoniDecorator(Pizza pizza)
{
super(pizza);
}
public double getCost()
{
return super.getCost() + this.cost;
}
public String getingredients()
{
return super.getingredients() + ", Pepperoni";
}
}

Figure 3.4: Concrete pepperoni decorator for an abstrazaomponent.
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public class MushroomDecorator extends PizzaDecorator

{
private static final double cost = 1.75;
public MushroomDecorator(Pizza pizza)
{
super(pizza);
}
public double getCost()
{
return super.getCost() + this.cost;
}
public String getingredients()
{
return super.getingredients() + ", Mushrooms";
}
}

Figure 3.5: Concrete mushroom decorator for an abstrazdmiamponent.

Some actual examples of the decorator pattern includedayfeGUI widgets (quite literally
decorators of of graphical components) andjgwa.io  classes (c.f. Weiss)[ 84.5.3]).
Finally, Cooper makes the following comparisons among ssimetural design patterns:

Both the Adapter and the Proxy patterns constitute a thierlasgound an object. How-
ever, the Adapter provides a different interface for an chphere as the Proxy pro-
vides the same interface for the object but interposed itd&dre it can postpone pro-
cessing or data transmission effort.

A Decorator also has the same interface as the object thardusds, but its purpose
is to add additional (sometimes visual) function to the ioadj object. A Proxy, by
contrast, controls access to the contained classp.[137]
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public class Driver

{

public static void main(String[] args)
{

Pizza pizza = new DeepDishPizza();

System.out.printin(pizza.getingredients() +
" $" + pizza.getCost());

pizza = new CheeseDecorator(pizza);

System.out.printin(pizza.getingredients() +
" $" + pizza.getCost());

pizza = new MushroomDecorator(pizza);

System.out.printin(pizza.getingredients() +
" $" + pizza.getCost());

pizza = new PepperoniDecorator(pizza);

System.out.printin(pizza.getingredients() +
" $" + pizza.getCost());

Deep-Dish Pizza pie $4.95

Deep-Dish Pizza pie, Cheese $6.2

Deep-Dish Pizza pie, Cheese, Mushrooms $7.95

Deep-Dish Pizza pie, Cheese, Mushrooms, Pepperoni $9.95

Figure 3.6: Example use of decorators (top) and sample b(lipttom).
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Chapter 4

Behavioral Design Patterns

4.1 Introduction

Whereas creational design patterns have to do with instargiobjects and structural patterns have
to do with composing objects and classes into larger, momgptex structures, behavioral design
patterns are concerned with communication among a familgbgécts. Because computation
happens primarily via communication in object-orientedggamming, behavioral patterns are a
fundamental family of designs. While there are a variety elidvioral design patterns, we will
consider four here: chain of responsibility, observetestand visitor.

4.2 Chain of Responsibility

A chain of responsibility establishes a pattern for hargliommands or requests. We connect a
sequence of processing objects that each determine whetheesponsible for processing some
command. If the current processor cannot, it passes the eoshto the next link in the chain.

In essence, the chain of responsibility is a linked list veheach node is endowed with ad-
ditional logic for filtering commands as well as the meansHandling commands it intercepts.
A common example would be the event handler for a GUI. Foaimst, clicking the mouse can
happen anywhere on the screen, but which program or windowdheceive the details of that
click event? Typically this is determined via a chain of @sgibility, where each link in the chain
would determine whether it was the ultimate recipient resgae for processing the event. If not,
the event would be passed to the next link. The request haisddéten decoupled from the chain
so that client programmers like you are responsible onlgé&dermining how to deal with an event,
while the GUI manages the chain and links on your behalf. @amoupling is a hallmark of good
OOP practice.

4.3 Observer

The observer pattern handles another type of communicatalivering status updates to objects.
Consider a spreadsheet with several graphs of data in ¥ellsprobably expect that if you change
a value in one of the cells, the graph would reflect your neva.deiiow can a program guarantee
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this? We need each component of the graph to connect somehibw tlata it is derived from.
However, no one would buy your spreadsheet program if ergatigraph caused an endless waste
of CPU cycles because your graph component was constaatlingethe cell data to make sure it
is updated. Instead, we reverse the responsibility. Ang ngraph component is derived from a
cell, it sets up a subscription to the cell wanting to be redifof any updates.

The observer pattern establishes a one-to-many depentehegen a “subject” and its de-
pendent followers. Once the connection is establishedsubgect is responsible for informing
dependents of any state changes. Dependents can therordaete changes in whatever manner
is appropriate.

For example, consider how Twitter pushes updates to clibatsare subscribed to particular
feeds. To implement the observer we need an abs$tduject class, which represents the source
Twitter feed or spreadsheet data cell.

public abstract class Subject

{

ArrayList<Observer> dependents = new ArrayList<Observer >();

public void subscribe(Observer 0)

{
dependents.add(o);

}

public void notifyObservers(Message m)
{
for (Observer o : dependents)
o.notify(m);

}
}

Subject objects keep a list of subscribing dependents and allowdirsgia message notification
to all of them. In an observer, we might have the followingbrto establish a subscription:

Subject feed = ...
feed.subscribe(this);

Thus, subjects and observers are only loosely coupled. Ap€&d?, p. 216] points out, when
many small changes are made to the data, we have a concofteitahdf notifications from subject
to observers. This can be a disadvantage if the cost of upgftte observers is high. Therefore,
we may want to introduce “some sort of change managemenasthin Observers are not notified
too soon or too often”, p. 216]. A proxy pattern might be useful in this case.

Notice that subject accepts a message to pass on to obsérhiersubject is therefore an inter-
mediary between the dependents and a client who manageatthéhdt undergoes change. Who
is responsible for initiating the notification message?sTitian open design decision. According
to Cooper:
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If the Subject notifies all of the Observers when it is changadh client is not respon-
sible for remembering to initiate the notification. Howebrs can result in a number
of small successive updates being triggered. If the clieslitthe Subject when to no-
tify the other clients, this cascading notification can bei@ed; however, the clients
are left with the responsibility to tell the Subject when émd the notifications. If one
clients “forgets,” the program simply won't work proper|y, pp. 216-217]

We therefore have a tradeoff between potential cost of @sdatrsus the ease of decoupling re-
sponsibilities. As in many situations, the best choice ddpeon the likely use pattern of the
problem at hand.

4.4 Visitor

The visitor pattern decouples an algorithm from the objecttaining the data used by that algo-
rithm. As Cooper f] notes, this “turns the tables on our OO model and creatextannal class
to act on data in other classes” (p. 249). Essentially, thtepaadds methods to an existing class
without actually modifying the class. Sometimes this haygdgecause classes are final, operations
weren’t considered at design time, or the added methodardirectly meaningful or appropriate
to the original class. This allows us to gather related dpera into a single class, rather than
modifying or extending existing classes to add operations.

Deploying the visitor pattern does require one minor chaoghe class containing the data.
We must add aaccept method to the visited class that takegiaitor ~ object:

public void accept(Visitor v)
{
v.visit(this);

}

(If the original class is fixed, the method can be added viaritdnce or composition.) The
accept method simply passes control to/esitor ~ object. It turns out that is the crucial step
in determining how to the visitor should handle the objeaheisited.

As you know, every Java object has both a static type, deteanat compile time, and a
dynamic type, which can only be determined at runtime. Wineratcept method is called
for an object, Java uses dynamic dispatch to determine titene type of the visited object, and
therefore the appropriate implementatiorastept . When the visited object returns the call to
visit , the static type of the visited object in that call is the mn& type of the originahccept
recipient, which may not have been visited variable’s styte.

Let's consider the following simple example. We have fouassks representing drawable
shapes, a rooBhape class,Circle andRectangle which are derived fronShape, and
Square which is naturally derived fronRectangle . The shapes themselves should not be re-
sponsible for handling their painting on the screen, so we thiis responsibility to &hapePainter
class, which then is responsible for figuring out what to dthwach shape.

public class ShapePainter implements Visitor

{
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public void visit(Circle c) { / * Draw a circle using ¢ */[ }
public void visit(Rectangle r) { / * Draw a rectangle using r *[ }
public void visit(Square s) { / * Draw a square using s *[ }

It is very important thaevery class derived frol8hape override theaccept method exactly as
shown abovelf you rely on the inheriting behavior, the appropriatetisttype cannot be passed
to the visitor. This raises an important limitation of theitor pattern. The&/isitor  interface
must declare @&isit method for every type of object in the hierarchy that is to ls&ted. This
constraint often dovetails reasonably with the fact thasaor is used when a set of classes is fixed
and cannot be modified. Thus, we need not worry about expgniéwisitor to handle additional
classes.

Consider a polymorphic reference t€acle object via aShape reference, as in

Shape thing = new Circle();
If our ShapePainter is to drawthing , it must visit the shape with the call
thing.accept( new ShapePainter() );

While the static type ofhing is aShape, its runtime type is Lircle . Because th€ircle
class overrides theccept method as shown above, the referend@i® in thev.visit(this)
call must be (statically) &ircle , rather than &hape.

We conclude our description of this pattern with a small eplenadapted from Palsberg and
Jay [], demonstrating a Scheme-style linked list of integerscdeéhat in Scheme a list is either
empty (called the null or nil list) or it is a pair (cons cellhase car (head) is the value and cdr
(tail) is a list.

public interface List

{
}

public void accept(Visitor v);

public class Nil implements List

{
}

public void accept (Visitor v) { v.visit(this); }

public class Cons implements List

{
private int head;
private List tail;
public void accept (Visitor v) { v.visit(this); }
public int getHead() { return head; }
public List getTail() { return tail; }
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The classeblil andCons above represent the visited classes. Notice that bothideatcept .
Next we must declare théisitor  interface for this family, which will includeisit  methods
for both types oList s.

public interface Visitor

{
public void visit (Nil x);
public void visit (Cons x);

}

We might do many things to a list of integers, such as takeuhe @ product, find the max, etc.
We can encapsulate these operations in separate visigseslaFor instance,

public class SumVisitor implements Visitor

{

private int sum = O;
public void visit (Nil x) { / * Nothing to do  */ }

public void visit(Cons x)
{
sum += x.getHead();
x.getTail().accept(this);
}

private int getSum() { return sum; }

}

Notice that thevisit method describes both the sum action and the access pdtasking the
cons cell’s tail to accept the visitor. Assuming the varalyList refers to aList already
defined elsewhere, we could calculate and print it sum asvisl!

SumVisitor sumListVisitor = new SumVisitor();
myList.accept(sumListVisitor);
System.out.printin(“The sum is “ + sumListVisitor.getSum 0 )

In summary, while the visitor pattern does not give you astegrivate data, it can collect “data
from a disparate collection of unrelated classes and etifito present the result of a global calcu-
lation to the user program?[ p. 258].

Visitors can be troublesome when class hierarchies atalstieloping. As we noted earlier,
theVisitor  interface requires a method for each object of the hierargfiyen a new class is
added, the corresponding method must be added tditler  interfaceas well asany concrete
visitors that have already been implemented. However, tneelass hierarchy has stabilized, the
visitor pattern can be very helpful and useful p. 258].
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4.5 State

When you programmed in imperative languages, you likelyeggnted discrete states of a program
with an integer or an enumerated type. The problematicditiihs of this representation of state
arise when you need to add new states: every piece of codehtbelts the state variable will likely
need to be changed. Fortunately, because of polymorphisnsaw use an object to represent the
program state. Switching state is as easy as changing teetgbj changing its runtime type). The
biggest benefit, however, arises from the fact that the ragibns of being in a particular state can
be tightly coupled to the state object, rather than the mereeral program. That is, the behavior
is part of the state, rather than whatever thing possesaesttte.

Practically speaking, each state the program may be in nausefresented by a concrete
subclass of some root state type. This eliminates the neddrfg switch statements because the
state-conditional behavior is handled by polymorphicnerfiees and dynamic dispatch. While this
may end up creating a large number of very small classesedtlyrsimplifies the program and
reduces opportunities for error.
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